









Get the ATARI Advantage! Great Value . . . Great Games! 





























































Your Favorite Games 


gets S points, your second ranked game gets 4 points, 
j a postcard listing your top five favorite games to The your third one gets 3 points, your fourth gets 2 points, and 
ian. Top Games. 7 Hilltop Rd . Mendham, NJ 07945. your fifth gets 1 point. 
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Luckily, Louie has a staff with which he can deflect 
balls at the wa' 1 to break it away. As it breaks away, 
tokens are released, which, if they are caught by Louie, 


From five types of tokens Louie can get nine different 
powers. “Zig Zag” makes the ball travel in a zig zag 
pattern which is useful for getting it past the black bird. 
“Nuke Ball" causes the ball to break out huge chunks of 
bricks while “Mega Paddle" makes louie's staff much 


larger so it is easier to hit the ball. “Magnetic Paddle” is 
the most powerful token, attracting the ball to Louie 
and allowing him to aim it anywhere on the wall. This is 
the best way to smash the worm, a move worth 100 

And then there is the “Mystery Token” which can 
have any of four effects, three of which are good (bonus 
points, extra life, or stop black bird) and one of which is 
bad (speed up ball). The effect of any token has a 
limited time duration shown by a bar timer in the upper 

Off the Wall has two ball speeds and three skill levels, 
each with four waves of play action. In a two-player 

misses the ball and loses a life. Then, the second player 
takes over on the same wall. Play alternates back and 
forth, an approach that is lots more fun than two inde¬ 
pendent games. 

If you think the game sounds like a zany cross be- 


those terrific games, Off the Wall has great graphics 
and sound effects, is easy to learn, fun to play, and 
highly addictive! Harrison Hanover 
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Jinks is so different, it’s difficult to describe. It’s part 
pinball, part fantasy, part Breakout, and part Labrynth 
(a game in which you guide a marble around a tilting 
maze by turning two knobs). All this plus great graph¬ 
ics and spiffy sound add up to heaps of fun. 

As the game begins, a ball bounces helplessly around 
a fantasy environment filled with every manner of 
shape and object. You’ve got to get the ball under 
control with—of all things—an isosceles triangle. It 
may sound silly, but this simple shape gives you remark- 

and it changes direction; against the flat base and it 
bounces higher. The joystick button flips the tringle 
around (flat side up or angular sides up). 

a*-**:***************! 

This zany game is part pinball, 
part fantasy, part Breakout, 
part Labrynth and pure fun! 

a:*****::*#****:*:*:*:*-*:*:*: 

For the most part, the triangle can only be maneu¬ 
vered in the bottom quarter of the screen, a la Centi¬ 
pede, but, depending upon the layout of the other ob- 


On each level, obstacles are strategically placed to 
hinder your progress. Diamonds reverse the direction of 
the ball, screws halve the size of your triangle making 
control that much more difficult, magnets divert the 
course of the ball, force fields permit passage in one 
direction only, and—horror of horrors—floating 
mouths eat your ball. Not all obstacles are bad—s> 



Jinks has four different and increasingly difficult 
levels. Conceptually similar, you move the ball past the 
obstacles on each level, racking up pinball-style points 
as you go, while the maze seems to have a mind of its 

The game requires your constant attention because 
the ball can travel on its own—and does so without 
hesitation. This “free spirit” of the ball can cause the 


maze, this screen determines your destiny— 
the next level of play—when your ball bounc 
of the four level entrances at the top of the sere 
Innovative concept, eye-popping graphics, funky 
sound, and a crazy triangle that you wish was five times 
larger—that’s Jinks. And Jinks means pure, unadul¬ 
terated fun. You’re going to like this one! 

Jerome Strach 
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C ombining arcade and maze-game elements with 
an alien, but self-consistent physics, Airball is a 
game that challenges the hand and eye without 
ignoring the intellect. The plot—as in all really good 
games—is simple: transformed into a balloon by an evil 


book of spells that will change you back 

Luckily, your Airball shape is nimble; it’s also terri¬ 
bly vulnerable to the sharp objects scattered every¬ 
where in its path: spears, stalagmites, and icicles, to 
name but a few. To complicate matters, the ball also has 

pumps spread infrequently through the maze. Yet even 


tes, jewels, gold bricks, etc.— 

Simple, yet this game contains enough sheer detail to 
challenge even the most jaded maze-mapper and 
enough high-pressure (so to speak) action to keep the 
arcade ace’s nerves tuned to fever pitch. There’s only 
one, safe route through the obstacles in most of the 
more substantial rooms, and it can take precious time 


the expense of lives) to find it. Certain of the rooms can 
be traversed in only one direction, committing you to 
move forward through the maze instead of retreating to 
the security of an air-pump or other “breathing space.’* 




of which can be carried at a time. Accumulating a store 
of these objects and shuttling them, one by one, to 
where they can be used adds another element of chal- 


lies in its singular physics and in how this'is graphically 
represented. Rooms are shown as though you are look¬ 
ing down from an upper corner. The direction of the ball 
is controlled by moving the joystick up, down, left, and 
right; these movements are translated by 45 degrees 

perspective adds immeasurably to a sense of depth, 
realism (or surrealism), and challenge—especially 
when the ball is partially hidden as it passes behind or 


Obstacles pose yet another challenge. Floor-level ob- 


across them; eye-level obstacles (spiked balls and other 
ornaments) if you bump into them; and higher obstacles 
(stalagmites, nests of vertically-mounted spears, etc.) 
will merely impede your progress unless you hop onto or 
over them. 

Simple concept—unique perspective—addictive 
challenge. It’s no wonder that in the original Atari ST 
version, Airball was one of the big gaming hits of 1988, 
to be repeated on the XE. 

John Jainschigg 
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DARK CHAMBERS 

(2600, 7800, XE) 
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Millipede. 

(2600.7800, XE) w 

A narmyofmenacini 
famed Centipede- 
patch, and you mu; 

>ur plot of these pesky Diplopods. But wait! The milli 

stroy. Jumping spiders, buzzing bees, 

:s, mosquitos, dragonflies, inchworms, a 
ve unique and deadly powers of their i 



Jumping spiders enter from either side near the bot¬ 
tom. The number of points you earn for hitting a spi¬ 
der-300, 600,900, or 1200—depends on how close it is 


Beetles, worth 300 points, crawl in when you least 
expect them. They hug the ground, so you have to let 
them scuttle by and wait until they head for the top of 
the patch before zapping them. 

flies—can cause big trouble if you are not alert. Each 
has a distinctive sound and pattern, and all can general¬ 
ly be best attacked from the bottom center of the 
screen—as long as you avoid those pesky spiders. 

A video gardener’s best friend is his DDT bomb. 
Pierce it, and you earn an automatic 800 points. Better 
yet, if you explode it at the right time, the vapor will 


You've got to blast fast to 
get rid of those pesky pests. 

The number of points you score in a game determines 
the level at which you can start the next game. If you 
score 85,000, for example, you can start your next game 
at the 70,000-point level. You get a new blaster at 
10,000- to 15,000-point increments, and if your bug 
blasting is fast and accurate, you can score up in the 
professional horiculturist range of 300,000 points or 









TO ORDER ATARI'GAMES & ACCESSORIES DIAL 1-800-TOY-CLUB 

Are You Tired of Playing The Same Old Atari Games Or Buy One You Didn’t Like? 

Tired of Your Local Toy Store Always Sold Out Of Your Favorite Games? 

Tired Of Just Paying Too Much For Games & Accessories? 


THEN JOIN THE ULTIMATE GAME CLUB 
& SAVE UP TO 20% OFF EVERY ATARI GAME & ACCESSORY! 
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NO QUARTERS REQUIRED 


• 2-player simultaneous action, just like 
the arcade. 

• The hottest martial arts moves, including 
skull-crushing punches, flying kicks, and 
elbow smashes. 

• The best-ever graphics and sound for 
the Atari. 


TO ORDER: See your retailer or call 1-800-227-6900. 


Atari 2600: Item *KH-1898 $22.95 
Atari 7800: Item 4KH-1899 $24.95 


All phone orders are subject to additional shipping and 
handling charges. Orders shipped to CA and TX are 
subject to state sales taxes. 






RET sAVAfi 


Our goal is to preserve classic video game magazines 
from years gone by before they are lost forever. 

Thanks goes out to everyone who makes this possible. 
Starting with the original writers and editors, 
to all the people involved in acquiring and 
digitizing these magazines. 

People interested in helping us out. 
in whichever way possible. 

Either by donating magazines, scanning, 
editing or helping in the distribution, 
visit us as www.retromags.com 

We are only interested in preserving magazines 
which are published prior to the year 2000. 

We have no desire, nor intent to profit 
from these scans in any way. 

So please. 

if you come across people trying 
to sell these releases. 







